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Video games have seen a remarkable rise in popularity( httos:/Avww.cbc.ca/news/canada/saskatchewan/video- 
games-and-esports-tfill-void-in-pandemic-1.5612488 ) during this pandemic - and it's not just so-called nerds( 
httos:/globalnews.ca/news/6939445/how-to-get-gaming-covid-19-pandemic/ ) with extra time on their hands who 
are playing them. With all these hours being invested in screens, it's time to consider what and who these games 
are for. From cultural insights to social cohesion, video games can offer something for everyone. 


While books and films are widely consumed and considered for their cultural commentary, video games are often 
sidelined. Despite their top earning position in the entertainment industry( 
https :/www.ejinsight.com/eji/article/id/2280405/20 191022-video-game-industry-silently-taking-over-entertainment- 
world ), video games have long been associated with a niche group of people. The medium carries a nerdy stigma( 
https :/www.wired.com/2015/08/geeks-gquide-gamer-stories/ ), which means its contents carry little weight in cultural 
conversations. 


This is unfortunate. For those who have immersed themselves in the unique worlds and stories many of these 
games offer, it becomes clear that what captures us is the very thing we love about movies and books. 


Particularly when it comes to role playing games, we accompany characters as they explore their universe and 
develop throughout the narrative. And while there are bad games just as there are bad books, the best games 
confront us with the complexities of the human condition. 


Consider, for example, the recent release of "Final Fantasy VII Remake." The game sold 3.5 million copies( 
https://square-enix-games.com/en_GB/news/final-fantasy-vii-remake-sales-reviews ) in its first three days. It's no 
surprise why, as the game invites players into the riveting world of a fraught, smog- and poverty-ridden city that's 
controlled by the Shinra Electric Company. 


The hero is part of an eco-terrorist team that's intent on rescuing the planet from the industrial giant. And yet the 
situation is not so simple. The team must confront the moral quandaries of collateral damage on their quest for 
liberation. The story and characters are an intricate exposition of the moral conundrums( 


https:/www.polygon.com/2020/4/6/2 1210038/final-fantasy-7-remake-ecological-warning-playstation-4 ) we 
encounter in real life. 


And the video game can do this better than a book or film. With these latter two types of media, the reader or viewer 
is passive. She does not influence the course of events. But the gamer does. He makes choices, and outcomes in 
the game may change accordingly. 
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Rather than simply contemplate the dilemmas presented to the characters, he is a proactive agent in the situation. 
Should you take on this job? Should you defend this or that party? The game does not just present us with 
commentary, it invites us into it. 


In this age of hyper-partisanship and political finger-pointing( https://nationalpost.com/pmn/news-pmn/politics-news- 


pmn/u-s-protests-over-minneapolis-death-rage-on-amid-political-finger-pointing ), video games force us to confront 
simulated problems and face the consequences of our decisions. It puts us in other people's shoes. Books and 


movies don't do that. 


Beyond cultural engagement, the appeal of video games is also felt in social contexts. Consider the additional 
flexibility offered in multi-player video games. The experience can be a collective one( 
https://theconversation.com/playing-video-games-can-ease-loneliness-during-the-coronavirus-pandemic-134198 ), 


and many have taken advantage of this during the pandemic, when we have been disconnected from friends and 
family. This shared activity can be instrumental in fostering social connections( /ttos://builtin.com/media- 
gaming/online-gaming-social-benefits ). The maladjusted, basement-dweller stereotype( 
httos://www.nbcnews.com/tech/video-games/basement-dwellers-no-more-gamers-shed-stereotype-nerd-image- 


n149931 ) doesn't work anymore. 


Of course, video games are not without risks. Addictive game playing can pose a risk to the health of players, just 
as binging Netflix or compulsive reading may. But this is a fault not of the medium, but of its improper use. 


Taking measures like( httos://mediasmarts.ca/sites/mediasmarts/files/quides/video-games-guide.paf ) limiting the 
time spent playing, evaluating content and collective play can mitigate the risks. Furthermore, as pointed out by the 


Canadian Paediatric Society, appropriate use can be associated with an increased _ sense( 
httos://www.cps.ca/en/documents/position/digital-media ) of well-being. 


It's time to take video games seriously. They aren't going away( 


https ://www.forbes.com/sites/ilkerkoksal/2019/1 1/08/video-gaming-industry--its-revenue-shift/#3a64dc95663e ) 
anytime soon and the practical reality has already confronted us, as practically everyone is playing video games. 


Rather than ignore them and be unprepared to engage when our kids, friends and even grandparents( 


https:/www.cnn.com/2020/05/19/tech/jjapan-oldest-gamer-intl-hnk-scli/index.html ) are playing them, let's recognize 
and utilize the many goods that they offer our world. 
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